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Introduction 



Wekrrjme 1o Lights Out 3D from Tiger 
Interactive. Lights Out 3D presents you wtth 
over one hundred rniion puzzles with 3D 
animation, graphics, and sound. Lights Out 3D 
offers several graprwc erwAonments, when you 
wIN experience as you advance through eve* 
more drfflcult puzztes. You can get hrits [encepl 
for the final few steps of a puzzle) t you're 
stuck, check your score to evaluate you: 
expertise, even create Your own puzzles. Ray 
with a friend or oloy against ihe compute*. 
FithBr way, l.ighfs Out 3D provide? rvowcf 
challenge ond fun. 

System Requirements 



Lights Out 3D reauires the folowing minimum system c^ftguratton: 
PC USEf& 

■ 4&S-DX?- WMtv processor or better 

♦ 6 MB Of RAM 

■ 5 MB. wirtua* memory 

♦ SVGA grophes card ond compatible monttor 

■ DLsplay set to 64DK48Q. 256 colors 

• Mouse o! coirir_a"ibe purring device 

* Double-speed CD-ROM drive or better 

* SoundBlaster™ 16-compafibJe audio card 
» Windows, 3 11™ or later opernting system 

Note: Tr* product It ftjiy compaflbte with Wirxic^ 96 IM 
- Apple® QuickTime 2 0™ or later 




MACINTOSH® USERS 

* 6*030- 33Whz processor or better 
■ 8MB D1 RAM 640*380. 

* 256-color gropho card with compatible monitor 
- Mouse or compatible rjainling device 

* Dc-uhle-speed CL>f?OM drrve or better 

* System 7. 1 or later operating system 
" Appte QuickTime 2 0 or later 

Installation 



The Lights Gut 3C' CD-ROM cisk rvr. uded wrth this par koge 5 Q 'hybrid* that 
contains both PC and Macintosh"'' versions of t'-o program. Note: If, after installing 
'ne yame. you have 'rcube win 'he program please feter first to this manual far 
possible solutions. If The problem sofa technical nature, oleosa react me section erf 
the rnmual entrrted Technical Notes tf you cannot resolve- The p-ohlerr after 
consulting the manual, refer to ihe Technical Support section of Ihis manual roi 
nforrnabon about now to get in touch wt* tne Technical support staff at Tiger 
interactive. 

PC USEES 

1 . tf you are using Windows °5, the installation program launches automatically 
when you insert the CD-ROM disk info Ihe CD*ROM tray and close the tray. If you 
are using Windows 3. 1 1 (or later), insert the CD-ROM disk mta the CD-POM tray, 
dose the *roy. and select RUN from the FILE menu. Type D:\IMSTALL.EXE and c*cfc 
OK Vo-e: If your CD-ROM drive has n designation other than "D." substitute the 
correct desgnation 

2. Follow the on-screen instructions to ccmpTele instoflarian. A complete nslaHatiari 
rjhcludlng QuickTime) requires about 5 MB of rvard drive space. 

NOTE: Lights Out 3D requires Apple QuickTime 2.D (or later). QuickTime is included on 
tne Lights Out 3D CD ROM disk. During mo iratalkmon process, you will encounter a 
dialog box with EASY. NO QUICKTIME -,v i QUICKTIME ONLY options, ir you do no1 
have QuickTime installed on your computer aV If you're nor sure whether vou do or 
not Click the EASY button, which wil install both Lights Otjt 3D and QuickTime. If you 
already have Quckfime 2.0 or later miaHed on your computet click the NO 
QUICKTIME outton wtven will install only the Ughts Out 3D program If you've alreody 
installed tne game, but need to install QtiokTirne, Click the QUICKTIME ONLY button. 
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MACINTOSH USERS 

1 insert the Lights Out 3D CD-ROW disk into the CD-ROM fray und close me tray. 

2 T*e CD-ROM disk certains two items, the Lights Out application (wrth the 
message "DRAG TO DISK' to its right) and a *odcr -amed 'PUT IN SYSTEM 
FOLDER * Drag and drop the Ughts Out application anro your hard drive. 

3. I ights Our liD -squires Appe QuickTime 2.0 (Or later) in the EXTENSION folder, 
which is located within the SYSTEM folder on your hard drive. If QuickTime 
already is instciled an your computet you need not do anything wUh the folder 
named 'PUT IN SYSTEM FOLDER " If QuickTime Is not ateacty instated an your 
computet You need to insto' ir h-jm r«x> .ights Our 3D CD-POM disk, To InstoH 
QuickTime, first double-dk* ycjr hnrd drive icon, then dOubte-click the SYSTEM 
folder on your hard Jrivo. Next. double-click the 'PUT IN SYSTEM FOLDER' on the 
Lights Our 3D CD-ROM disk. From the EDfT MENU on you* desktop, click SELECT 
ALL which will hghltgh- oil of t^e items In 'PUT IN SYSTEM FOLDER " No* drag and 
drop the highlighted items- into the EXTENSION folder. 

Technical Notes 



* Make sure that you have crt least $ MB of space on your hard drive for a 
completes rslallot'O".. 

• Ensure that your display is set to o40x4#} and 256 colors tr you have □ PC rurriny 
Windows 95, you can check 'he display by selecting SETTINGS from the START 
MENU thon select CONTROL PANEL Double-c*cV the D ISPtAY icon. Then select 
the SETTINGS file fob. On the SETTINGS MENU, if "25a" appears nflolt to "Color 
palette" and "640*480' appears under 'Desktop area' you need not make 
changes. If your display is set to something Other than 256 colors and 640*480 
resolution, you need to change the display setting in order to ploy Lights Out 3D. 
To change resolution click and drag the slider under "'Desktop area' until 
"640*480' appears. To cnange me deploy, clck the 'down' arrow next to 
'Color naiehe' ond select '256 colors' from the drop-down menu. If there "S r>o 
"256 Colors" Option on the drop- down meno. clck mo CHANGE DISPLAY m i*ior.. 
Cbok the CHANGE butron under "Adaptor type." Make sure that you have the 
dfcks that came with your video card handy ond then c»c* me HAVE DISK 
button. Folow the on-screen prompts, then select "Super VGA 040x460 256 
colons' fro-r- tho list of crvdrab* drrvers. a^d riomplere me instnllaHon by 
follawing the on-screen prompts. 
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PC users running Windows 3. n (or higher) can check the display by doube- 
cictfng r-o MAIN folder on the desktop, than ooufcle-c*citing the WINDOWS 
SETUP L-on. If the "Display:" cell ists 'Super VGA 640*480 £56 colors." you need 
not make changes If your display is set to something else, yw need to change 
me display salting m order To ptoy Lights Out 3D. To change the setting, select 
CHANGE SYSTEM SETTINGS from the OPTIONS MENU in the setup window. Cick 
the 'down' arrow next to the "Display. ' cell and select "Super VGA 640x490 2-56 
colors" from me dropdown menu You may be prompted for your Windows disks 
of the oteks that came wtth your video card n order to instai the awver. Follow 
the c*> screen jnsrrucicns 

Macintosh users can check their OiSpkjy selling by selecting CONTROL PANELS 
from the APPLE MENU on the desktop Then select MONITORS from the list of 
control panels available. Ensure that the number next to "Colors" reads "236." 
Click the OPTIONS button and ensure that the "Select a monitor sett -a:' cell 
reads '640x480." 

PC users should make sure that virtual memory is enabled ond set to a memory 
size at at least 5 MB. If you're running Windows 95, see;:r SETTINGS from the START 
MENU, then select CONTROL PANEL Doubte-clcfc the SYSTEM con. Click the 
PERFORMANCE file top. Click the VIRTUAL MEMORY baton. If "Le- Windcws 
manage my virtual memory settings (recommended)" is seioctoo. you shouldn't 
have any problems mnnng Ligtits Gu' 3D If 'Let me specify my Own virtual 
memory sewings" is jefvved. mate sure the 'Minimum" is sat v.- at least 5 tVFl 
Use the sad arrows to increase the mirwirurn if necessary and then follow mo 
on-screen prompts, 

If you're running Windows i.l I (or hghsr). aouoie e the Main folder on tne 
desktop, then doutile-c.fr..: "he CONTROL PANEL icon. Double-click the 306 
enhanced icon in the Control Panel. Then click the Virtual memory outton. if 
virtual memory i$ set to less than 6 MB (5,000 KB), click CHANGE and type in af 
•east "5,000" (KB), then click OK and follow the on-screen prompts. 
Macintosh users who experience memory problems con allocate more memory 
to the application by highlighting the I ights Ou* icon on the hard drive (a-ter 
ins'u;a'icn) arrd then setecring GET INFO horn I' ts f-ILfc MENU on the desktop. In 
the 'Preferred Size ' field yoo can Increase me memory allocation 
This CD-ROM dtot was designed to work ~on computers wtlh B-bif display and af 
least & MB of RAM. If you are using 16-brt display and experience any problems, 
fry settirg your display to B-bit. 



Getting Started 



Ones you have *is*aHed Lights Out 3D, the program launches autorriaticoly 
whenever you insert the CC-ROM disk into the CD-ROW tray and close the trov if you 
tie usng a PC with Windows 96. Window 95 li^e-s nls^ ran launch the game Dy 
highlighting Lights Out fcitefAclive on the START MENU program list, then selecting the 
Lights Out application Icon, If you are using a PC wtlh Windows 3. 1 (or later) or a 
Macintosh, daubte-click the Lights Out application icon from the folder n which you 
installed the game to launch the program. Ragardtess. of the system you have, the 
Ugnts Out 30 CD-ROM disk must be in the CD ROM oWe n order to play the game. 

After the loading screens, you'll reach »he MAIN MENU. lt> skip these kxx)ng 
screen, 1 ; and go directly to !he MAIN MENU, simply press "he soacetxir when the 
program begins to load. Note that you afco can skip agnation seouences that 
appear before Some of the indMdual games by pressing the spacebar 

To drve r<jh* r arvri fry ouf a garne, C\Ck 1hO p/oon bufon next \r> NEW en me 
MAIN MENU (which tokes you to the GAME SCREEN) 1o start N>e default Classic Lights 
Out gome, played wtlh the cross effect pattern on a 5*5 matrix. Sou can select any 
cmc type of game or mode of play from the SAME SCREEN by dddng on the GAME 
button. 

Object of the Game/How to Play 



! .'aft*; Cnjt Is □ puzzle game played with gome pieces (called "buttons') 
on a matrix (grid) ploying nren. In each game, there are two sets of buttons - 
those considered to be \W and those considered to be "unit.' The object o» 
the game is to "turn off* oil of the lit buttons {so that all game p*eces- on the 
motnx ore of the same 'unlit' color and/or shape) in o minimum number of 
stoos. You turn buttons on or off Oy pointing the cursor on a gome piece arid 
clicking the mouse button. (The only exceptions c*e the flUjoufand i^ghfs rta 
games - read the section entitled Types ofGamas for further information.) 
Clicking on a "lit' or 'unlit" game piece char ges nol only the game piece 
that you clicked, but also aa>ocent game pieces as wel. Notice that the 
change creates a certain pattern. There are two 'effect patterns" with 
which the game can be ployed: ?he + (cross) effect pattern and ih© X 



(dagonaH effect pot rem. If you click the game piece in the middle C the 
effect pattern, al the It game pieces that ore parr of the pattern turn off, 
end a ol "he jr- f gome pieces in the effect pattern turn on. Clicking on 0 
game piece that islir turns it off Cfckiny on a game piece that is unit turns it 
on. Rerneirifc>et clicking on o game piece affects the game pieces directly 
above, below, or next To it (+ effect pattern) or diagonally aciacent to it (X 
effect pattern) The effect pattern that you choose has no effect on tr,£ goal 
of the game. 

There ore lots of types of games /.f z • 'o choose Vbu con find o 
detailed description of how each game works ond its. specific goad in the 
section of ihe mcjnuul en tilled Types of Games.. In any type of game, puzzles 
appear m order of the number of sleps reaped to solve the puzze beginning 
with puzzles that reouire the fewest steps. Puzzles are divided into levels ond 
generally include three puzzles in each level. 

The playing area consists of four types of matrices: 5x5. 6x6. 7k 7. arid, for 
the Ftapui dame only, flxfl. Game log*: remains ihe same regardless of the size 
of the matrix . Almost al of the different gomes can be played in all of the 
matrix, sues. The bigger the matrix, the more puzzles and levels of difficulty 
there will be. 



The Main Menu 



The* MAIN MENU include* the Options NEW. 
LOAD HELP and QUIT To select an option. 
T.nve The? mouse pc*n1e* 1o 1he button that 
designates the option you wanr ond c ic* Ihy 
left mouse button . Ths point-ond-cllck 
interface & used throughout the gente. 

tf you're ptayiia, for the first time, click the 
NEW button, which takes you tcj the CAMt 
SCREEN. If you played before ana saved your 
user information, click thf? LOAD button, which' 
tokens you to the LOAD SGRttN where you can 
load the puzzle that you want to ploy. H(M#' s 9 
Ittte more information about ejach or these 
options- 




7 



NEW 

This option leads to The first puzzle In 1he Classic Lights Out game, played with the 
cross effed pattern on the 5*5 motto, 

LOAD 

Select o user name from the LOAD SCREEN to retrieve information about thai 
particular user. A fable snows how far the selected player nas advanced in each 
type of game and effect pattern, use the table to load a particular type of game, 
starting at the lost " PRE -PROGRAM MED" puzzle solved by that ptayer. Another 
rable gives access to new puzzles urilereU a'-d saved by 1he selected ptayer using 
■he ,'nsetf Puzzle game Note rhat if you ^ove not entered user Information, you will 
get trie error message "There is nc file to icod. " Simply click OK to return to the 
MAIN MENU. 

HELP 

$C*tC the. Option gu to a menu "hal otters ON-LINE HELP, the TUTORIAL, the ABOUT 
screen and the BUTTON INDEX Rom this menu select BACK If you want to return 
to the MAiN MENU. See the section of the manual entitled The Help Menu for 
■further information. 

OUJT 

Click the QUIt button fo exit Ihe program (you are given options 1o quit with or 
without saving before eating the program), 

The Game Screen 
■ ■■■■■■■■■■■■■■■■■■■■■■a ■■■■■■■■■■■■ 



The -SAMF SCRFF hi induce* me matrix on 
which the game is. played the "Infobox," and 
buttons thai lead to other areas and menus of 
me program cril or whie^ are explained in me 
fallowing paragraphs. 

TNI MATRIX 

The matrix is the Lights Out "playing Held- " 
This is the area where you actually play the 
game by novng the mouse pointer to the 
game piece you wish to "turn on" or "turn off" 
and clicking the mouse button to change the 
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selected game piece (as wef as adjacent game oieces depending on the eftect 
pattern that you have chosen). Watch and listen to the TUTORIAL which wi\ help you 
get a feel for the yumu. 

THE INFOBOX 

The infOCC*. located an the rtght side of the GAME SCREEN, displays infor rrcrfar 1 
about the type of gene being played, the puzzle number the optimal 
(mir-iirriJTfi)nurrtbef of steps required to solve the puzzte. the number of steps you ve 
Trade so 'at and the number d exhu slupi 'hot you've mode beyond the opinio 
number of steps reauiied 

The InfobOX can be nnnimired f*om the SETTINGS SCREEN, or by clicking fhe lOund 
button at the bottom of the mfabox on the right side, if you minimize the ^fooox. It wto 
mctude onfy a small counter mot dEptoys me number of ^n-ns nr.nde Click the round 
button again to restore the entire Infabox to 1he screen 

To change the 'TYPC OF GAME:" from me irfobOK dick me sao* arrows above or 
oeiow the current guine type until the desired type of game appears, The new game 
type will Nave the same effect pattern and matrix size as the previous type Of aarne. 
Vbtl 0*0 can change 'he rype Of gome. OS well OS the matrix size and 'he OfToct 
pattern, from the GAME MENU, Ok* the GAME button to reach me GAME MENU . To 
change trie type of Qame tu Lights in, ATser; Puzzte. 2 Prayers, i^rpuf, or J Color you will 
have to do so from tne GAME MENU (although you can change to a 3 Cok* game 
using the 'TYPE OF GAME: _ SC*C* arrows if the matm size is Only GraBtC. Lit Onfy. 
l&ggte. Looping, and .1 Gator (when aKeady n o 6x* marw) games, car, be selected 
with the 'TYPE OF GAME:" 5CfO« arrows. on the GAME SCREEN 

m addition, you can change fhe puzzle number by clicking an me scrof arrows to 
the nghf of the current puzzle number until rhe puide number that you want appears 
in the 'PUTZUf NUMBER:" cell. Note that you can select onty puzzle numbers that you 
hove already completed or the current puzzte number. You cannot skp ahead to 
higher-level ouz^les. 

The 'OPTIMAL NUMBER Of STEPS:' cell shows The minimum number of steps 
required to solve r-e current puzzle The 'STEPS MADE:' cell deploys the number of 
steps you have taken so far. The counter stops at 99 steps, although you can continue 
to ptay beyond thai number, fhe "EXTRA STEPS:' ce* shows the number of steps you 
have token beyona me optimal number at sleps required to complete the puzzle. At 
me top left comer or the screen, you will see tne currenl aflect pattern (+ or X). You 
can change Ihe effect pattern only from the GAME MENU. 

GAME SCREEN ACTIVE BUTTONS 

STAPT. HINT. GAME. ahO MENU duhong appear af 1 v '^ borlom of fhe GAME 
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SCREEN. If you cW:.i !■ - MENU button, a second set of octive buttons appears, 
including FILE, SETTINGS. HELP, one BACK A ueic-iphon of the function of both set? of 
buttons follows. 

START 

To restart the Curienr game Kim l-e tMKjnning. cbck the START button You nr#ghr 
want to restart a game If you're not happy with your cu/rent attempts to solve the 
puzzle. 

If you're stuck click the HINT button to gel buck an track. Ine hint function shows 
you the besl pasable step to moke by mating tne game p*ce on the matrix ma' 
you snould Click next bmk Execute tne Step Suggested before clicking the HINT 
button again. For 3-5 step putzles, you can get hints nil the way tc +ie end of The 
Game. For puszles that reqixe more than Ave steps to resolve oplirnalty, you can 
get hin's until fhu o.sf Pve steps 'eqwed ?a solve the punto From that pant on no 
hrits are avertable. In addition nintg ore not avoilaole at all for lit Only. Toggte. 
hsei? Puzzfe. uyVtfs fa 2 frcry&i, and two-plover Rpitf games. When no hint is 
available, the HHI button is dimmed arid clicking it results only In a 'beep.' 

GAME 

Use t"us cuto" to roach the GAME MENU, where you can select gome type, 
effect pattern, " PRE-PROGRAMMED* or "RANDOMIZED" puzziei. and me si*e a* 
the matrix. The menu & described in detail <iter in the manual n "he section 
entitled The Gome Menu 

This option brings up a new set of active buttons including FILE. SETTINGS. HELP, 
and BACK. 

jfyoudck mo FILE button a menu appears whh NEW, save . load, statistics, 

QUIT, and BACK options Tnese actions are described In greater detail later in the 
monuai In the section entitled The Re Menu. 

SETTINGS 

The button bungs up a menu of configuration (.prions F-orn the SETTINGS MENU, 
you can rum the mfobox on or off. turn sound on or off. turn button (game pece ; 
animation on or oft, or select buttons that can be used v:h;e playing Ctossrc tights 
Out lit On/y, Toggle, or Looping These selections are desctibed in the section or 
the manual entitled me Settings Menu. 



HELP 

It you Click me HELP button, a menu appears 1haT offers ON-L -NF HFL R tie 
TUTORIAL the ABOUT sc.r**-. and me BUTTON INDEX which ore oil described In 
further detail n the secfion of the mc* ■ • • 1 1 j !?& Hep Manu. 

BACK 

Cick me BACK button to return to me first set of GAME SCREEN active buttons. 

The Game Menu 



From the GAME MENU (reached by cfcciong 
'be GAME burton on 1he GAME SCREEN)., yrju 
can choose the type of game you 'd »ke to 
play, 1he matrix see, me mode nf play {"PRE- 
PROGRAMMED or "RAJNfJOMlZtD"). and -he 
effect pattern 0 or X). After completing vour 
selections, click the PLAY SAME button to stan 
the flame. 

rVPf Of GAME A MATRIX $IZ£ 

mere uie nine types d games (Classic. Lii 
Only.. Toggle.. Looping Lights la 3 Cokx. 
insert PUzzfe £ Ptope^j. a n d f ipur; and fou r 




matrix sites (5*5.. 6*£, 7x7, and, for FHput only, 
&*&). Matrix size refers to the size at the grid on whtch me game is played. For 
example, a 5*5 marrix includes five *ows and five columns of game pieces (a total 
of 25 gome pieces) Most of 'he gomes can oe played in 5x5. 6*6. or 7x7 matrix 
sizes according to your choice, except for Lghfs )r> {Sx5 onty), 3 Color (6x6 only), 2 
Pfoyeis(iixt only), and Flpgf (0x0 only) For o description of each type of game, 
see the section of me manual entitled Types of Games. 

To select a particular game, ewek the desired matrix size cell from the three rnatnx 
sm columns to the r«ght of fhe type of game mat you want to play. When you 
click on© of the cefe, bom me mahw size eel md the type of game eel turn 
orange fu indicafe me active selection. 

MODES OF PLAY 

Lights Ou* 3D incudes two modes of play. "PRE-PROGRAMMED" and 



"RANDOMIZED." "PPt PROGRAMMED" pudes come up seouentialry m order of 
drfficiity In terms of the number or optimal steps requred to solve the pucfe. 
When you play "PRE-PROGRAMMED" puzzlo-i. t-e Irst ouzzie of eoch game type 
mat appears reatires the lowest stops to solve- 

In 'RATCOMlZED L mode, puzzles requiring the same "umber of s - eps fo r cpimai 
solution appear randomly wrthri each game type that supports tne 
"RANDOMIZED' option. The first putt** that nppenrs on the matrix will require t^e 
same number of steps as the last puzzte you ptayed n "pRE-PROGRAMrVrD' 
madfl. T«e - RANDOMIZED" option ft available only for Classic. Ut Onfy, foggta and 
looping gomes. When ynu play ir'i 'l?A\'L>GMlZED' mode, on fi txjtlon acpears, in 
Ihe infobox instead Of a puzzio rvjmper on the GAME SCREEN. To move on to O 
new puzzle. wr*cti will require the some number erf step* for optmal solution as the 
previous puzzle. click tne R button if you wont to solve pmzles that require fewer 
■;V!ps tor optimal solution, click the "down" scroll aiTOw ne>ft to the "OPTIMAL 
NUMBER Oh STEPS ' cell in the rifonox. if you wfih to get bade to the highest level 
you hove achieved, click the "up - scroll arrow 

in "VANiDOMlZED" mode, when you use the "TYPE Of GAME:" scroll arrows in the 
infnbnx to change the type erf game, notice that rhe 'OPTIMAL NUMbbl^ 0'< 
STEPS: * cell changes c^c*"igwtth me type of game. Thb is because you only can 
play games, in " RANDOMIZED" mode that match the highest number of optimal 
steps tor solution (or fewer) thai you have achieved in "PRE-PROGRAMMED" 
mode Tor eoch type erf game 

If you're unhappy with ycur effort 10 solve a puzzle either "PRE-PROGRAMMED" 
or "RANDOMIZED" mode. Click the START button. The soma puZde will reappear on 
the mam* with the 'STEPS MADE:" eel reset to "0.* 

There are two effect patterns avaiabre: + (cross) and X (otagonal), Cfcckng on a 
game piece affec's II le garrrc pieces direchy above, below, or next to tt(+ effect 
pottern) & diagonally odjocen' re- i" (X effect pattern). When you click a name 
piece, nil of me lit game pieces that ore pah erf the effect pattern turn off. and all 
of the unlit game pieces turn on. ClickiTa. on a gome piece that « Iff turns It off 
Clicking on a game piece that is unlit turns it on 

To seiecf on effect pattern, chek on the pattern you want (+ or X> located above 
the words " Fffect Pattern ' on the right ade of the GAME MENU The cete of the 
pattern seteced appear in red. 

PLAVGAMF 

VVhen you hove fJhtehed with your selections on the GAME MENU. +ie PLAV 




The File Menu 



To reach fhB menu, which deludes the 
Conors NEW, SAVE. LOAD. STATISTICS, QUIT, end 
BACK, c*ck 1he MENU : urton from It*? GAME 
SCREEN to bring up the second set of buttons, 
men click the Fl£ button. A description of Fll F 
MENU functions rottows. 

NEW 

This opfon leads to the fust puzzle In the 
Oassc bghh Out game, played with the 
cross affect pattern on the 5*U> mot**, you 
can ...se 1his tHjricn ?o start over under a 
different use* nanrte. Ths optton also 
appears on the WAJN MEN'_ 

SAVE 

Click thig button to reach a screen that oiows you to enter and save yo^r " USER' S 
NAME" and save your game inrormaficn Gome information can be saved only for 
"PGE-PRQGRAMMEP* puZJfcK of ths CtassiVr, litOnty. Togg!?. ioopjng. t^te rfa ond 
3 Catargame types. Note that you must save a user name to be abto 10 retrieve 
games thai you've already ptayed, to save game scores, and to save puzzles of 
yp^ir pwn creation. 

To save a "USER'S NAME' and game 
information, first type the name in the "USER'S 
NAME:" cej. (Normal warpVprocesinu, keys such 
as the backspace key and the delete key 
Tunchon as you would expect in the "USER'S 
NAME ' cell.} Ctek the BACK button. A dialog 
boj( appears wrlh the prompt " A/e you su/e you 
wont to sa^e'?" Click the VES dutton ro save 
your user ^fonnahon. Then click me BACK 
button on the FILE MENU to return to the GAME 
SCREEN. If you click the NO button, your user 
information will not be saved and you'll go 
back to the FILE MENU. 





can save up 1o 1 3 user name* Once yw've reached 1 3 'lames, you must 
delete a uw name before you can add a new one. To delete a name, first type 
me new user name that you want to ado a n d then c c* BACK Click frw YES 
button when the "Are you suie ycu want to save 7 " prompt appears. Crtck the OK 
button when "THE USER/S UST IS Fuiir prompt appears. The list of user narrwi 
appears. Click the user name that you want to delete then ctek the YES button 
at the ' Are your sue you wan t to asfate the selected user?" prompt. The selected 
user name is deleted and the new name ft entered automatically onto the list ot 
Lisa's names. (Click the NO button If you decide not to delete a user name.) If 
you've deleted a user "ana end aaded a new user name, you still need 1o save 
the new user name by clicking tne SACK button end then chcfcing the YES button 
at tne 'Are you sure you wan! fa save 1 ?' prompt 

LOAD 

Cbck the LOAD button to open a screen 
from which you can toad saved game 
Information for a parhcuiar user name. 1o 
load, click tne anow to the right of the 
■USER'S NAME: T cell, which Will open o 
complete list of saved user names Click on 
ihe usei name you want to load. 
Once tne user 's information loads, a table 
appears with information about the games 
that the user has played. The table shows 
how for a user has advanced f- each type 
of game by effect pene*" user.! No'e "hal 
VO- can ioad orty the puzzles tnat you 
solved ond saved m " PRE-PROGRAMMED' mode The number of the tasr PRE- 
PROGRAMMED puzzie ployed and solved appears n red. To look at gomes you ve 
played with a different effecr paftera just click on the effect pattern cell you 
want on me right side of ihe screen The table men displays games ployed with 
the selected effect partem T^e c ell=. c 1 "he selecled effect pattern appear n red. 
To return to any game feled in he tabc. dick the " ...nrber in the cell of the game 
thai you want. 

The lews' table an the LOAD MENU lists Insert Puzzle games rhol 1he Current ^sor 
has crea'ed and saved. To retjrn to one ot these games, click tne puzzle that you 
want to day To scrofi through Ihe list of puzzles ovoiable, oliok and drag me side' 
thai appears to the right of tne tptple. 

Click the BACK button to return tome FUE MENU for 1o the MAIN MENU If you 




entered me LOAD MENU from there rather than ffonn the FILE MENLQ 

sumncs 

CSck this outran to display a screen mat 
Tracks your scores oy type of game, by 
matrix sze. and oy effect pattern Th* 
number in each cell m the tat*e shows you 
the totot points you've rxrcurniJated for 
each type of game in each mat™ az© tor 
the selected effect pattern. The "TOTAL 
SCORE-* ce* represents, the sum of score* 
Ircn erf 01 ycur gnTW regardless of gome 
type, rnatrix sine, or effect pattern. The celts 
of the selected effect partem appear m 
'oH T o look at scores for the other effect 
pjhern, ;jst click on the 'EFFECT PATTERN" 
cell you want on the right skJe of the screen. The table then depttys scores you ve 
earned in the other effect pattern. 

The fade displays scares anty for the cunen" player. If you wish ro see scores for 
other user names, toad the user name that you wont from the LOAD MEN- 1 and 
Ihen return to me STATISTICS SCREEN foiowing table explains how scoring 



worts. 










GAME. 


5X5 MATRIX 

paws fffl snfp 

WHtN SOLVED Wi 

opm*i * steps 


6x6 MATRIX 
POWJSPB?5tep 

WHSNSOLVtCHN 
QFWMALiSIEPS 


7x7 MATRIX 
POINTS PER STEP 
IVJ-ifM SOLVED (N 
nvWAl t SUPS 


POttiTS DEDUCTED 

FOR (AQH STEP 
BEYOND OPVMM 
$ iliHi 


Classic 


10 


12 


14 


-S 


3>Color 


rVo 


12 


n/a 


-5 - 


Looping 


16 


Id 


20 


5 


Lit Only 


12 


16 


Id 


-5 


Lights. In 


14 


16 

■ 


18 


■6 


Toggle 


16 


IS 


20 





NOTE: Scores are recorded only for 'PRE-PROGRAMMED' Classic. ,1 CoJOf Looping. Ut 
Onty: Ughts kt and Joggte puzzles. 




Oct iha QUn r:> j-on to exit qohfc Oyf 3D A screen oppeacs tt\ot gives you 
options to QUIT WITHOUT SAVING, QUff & SAVE, c CANCEL ff you Click 1he QUIT 
WITHOUT SAVINS button, yoj'i exit hie program immediately If vou clck me QUIT 
* SAVE buttcn. the SAVE MENU appears to gfve you a chance to save game 
integration To save gome Hnforrnerrjon for the current user name, simply click me 
BACK button. Click the YES button Ot the 'Ate you sure yoo wanl to save?" 
prompt and then you' II bo back to your desktop rf you change your mnd about 
cfcjrtthg the program, click me CANCEL button to return to the FILE MENU (or to ma 
MAIN MENU if you entered me QUrr MENU ^orn there rather them from the FILE 
MENU 
BACK 

Click me BACK burton Jo raturn to "he GAME SCPEEN. 

The Settings Menu 



To reach th« menu, click the MENU button 
from the GAME SCREEN to bnng up the second 
set ot buttons, then click iri^ SETT1MGS nuttan. 
From the SETTINGS MENU, you can adjust 
piavng preferences, ndudticj the NF060X . 
SOUND, BUTTONS AN IMATlON, ond CLASSIC 
BUTTONS, A description of the adjustments you 
can rroks follows. 

IMFOSOX 

Ctck this button to turn the mtobox "ON' or 
"OFF ' When Turned off, the inrobox b 
rrirtmfcred to include only a small •counter 
that dteplays the number of steps mode The deroult sefting is " ON " Note: You 
cannp1 tgrn off the mfobox during the flfpuf or 2 P<av& gomes. 

SOUND 

Click this button to turn sound 'ON' or "OFF. " When you turn the sound off, you 'II 
stin hear sound during games that tiave opening cjnimorion. Turning the sound off 
!jt| OL :- s -_ V :y the ' button ' sounas durirvg ?3 gcftW Thf- Ji I so'tiny is ON. 




BUTTONS ANIMAltQN 

Cic* this button to fun certain animations "ON' or -OfF.' If set to 'OFF " there will 
be no opening animation before games mat norma iy include animation 
sequences, no "rewO'd" animation when you solve a puzzle in the optimal 
number of steps, and no 'morphing' animator, when you click gome pieces on 
the motibt. Tho default setting is 'ON * Mote that eve* when buttons animation is 
9Bf fo 'ON.' lights in 3 Cote. Insert Aizzte. 2PtoyefS, and flpu* games hove no 
opening animation. Insert Puzzle. 2 flayers. orxlHiput gomes nave no reward 
rjiimofion. and 3 Color and FHput games have no game piece 'rnorphing* 
animation 

CLASSIC BUTTONS 

Click this button to use one set of plan btittons (yumu p»cC05) whio nkrying 
Classic, bt Omy: Toggle, and Looping gomes This set of plain bullous i'Xr^dos n o 
nKjrphirig animator, when you click on gome pieces. The default setting is "Of-h* 

SACK 

Click tne BACK button to return to the GAME SCREEN. 

The Help Menu 



To reach this menu, which includes the 
opfonsON-LINE HELP, TUTORIAL, ABOUT BUTTON 
INDEX, C^d BACK click 1he MENU Duron from 
the GAMF SCREEN to b«Tg up the second se\ 
of buttons, then click the HELP button A 
description or HELP MENU functors f nllows. 

ON-LINE HELP 

Click the ON-LINE HELP button ro bring up 
^formation about fjign-fs C\rf .JCthpi you 
can search by a key sword. The list of key 
was appears in the 'KEY WORD: " call of 
the top of the screen Click on the "up" and 
"down ' scroH arrows to the right of the 'KEY 
WORD'" cei to see a list of the key words available . The help text tor each key 
word appears m the text box: as you scroll through the list. AlterrKitivery, press the 




first letter of a key word on your keyboard to bring up Information in the text box 
1ha» corresponds to me letter you oress. If no kay word is available for me letter, text 
for (he key word that bears with fro letter closest to the (etier you pressed 
appeore in the 1ex1 box In addition, you con click ana drag the slider to the light of 
the text bo* to scroll through the help text When you fjrsr arrive at toe ON-LINE HELP 
screen, the help text for the currenr type of gun* appears oxjrtomcrrlccfy 
Ckck: the BACK button to retvn to the HELP MENU 

If you ClIcW the TUTOftlAl button, a menu O* topics appear r idudiny 'OBJECTS OF 
GAME PLAY/ 'LOGIC OF GAME PLAY." "HOW 10 PLAY THE GAME ' 'TYPES OF 
GAMES/ and "QUIT TUTORIAL." The tutorial gives you VOCQt and visual Information 
about how to play the game and the different types of games. After eacn tutorial 
(except for the "TYPES OF GAMES" tutorta*), a menu appears offering option* to 
" REVIEW (replay) the tutorial that you just heard " MOVE ON' to the next tutonaL 
or return to the "TurOlfcAL MENU." After the 'TYPES C* GAMES" tutorial, a menu 
appears offering options to "REVIEW the tutorial that you just heard. 'PRACTICE* 
any of rhe games, "MOVE ON' to the nax' hjtcrin. or dri^ jo the 'GAME MENU.' 
from which you con choose a tutorial abou* ony c* mo di^ororit 1ypes of games 
C»C* the dUIT TUTOfilAL button from the TUTORIAL MENU to return to the HELP 
MENU. 

ABOUT 

The ABOUT SCREEN includes a lis! or people who contributed To the moking at 
ugftts Out 3D. Click the MATH button to get information about the math Jogic used 
in the game. On both the CREDITS SCREEN and the MATH SCREEN, click the 'left' or 
'righf scroll arrows to scrol through the information in the text box. 
From the MATH SCREEN, click the CREDITS 
button to return to mo CRfcDIlS SCItttN. 
From ■rtnc 'he CREDITS SCREEN or the MATH 
■SCREEN, click the SACK button to return to 
the HELP MENU 

SUTTON INDEX 

Click the BUTTON INDEX burton to reach a 
useful screen rhat shows the orvorf {or lit- 
unW} morpNng of all of the objects used as 
buttons (game nieces) fho BUTTON INDEX 
SCRtf N is something of a furorta) in rtserf. 
because if ilusfrotes the basic goal of the 
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game ir which the pictured 'buttons' appear. Elsewhere in the manual. you 
of the game is described as. " turning off" at of the "tt J game pieces cm the morii* 
The BUTTON INDEX SCREEN shcvws what enr h object used as a game piece looks 
ike when it is 'on' {HI) or *off' (unlit). This screen also shows the color-change 
sequence of game pieces in trie 3 Cc*or game (see me section of ttie ma-^ai 
entitled 'Types of Games' for more Information). 
CSc* BACK to return to the HELP MENU 
BACK 

Click the BACK button to return to the GAME SCREEN (or to the MAIN MENU rf you 
entered the HEUP MENU torn there rather than from the GAME SCREEN). 

Create Your Own Puzzles 

■ ■■■■■■■■■■■■■■■■■■■■:■■■■■■■■■■■■■■» 

You can create., play. save, and print Classic -type puzzles of your own design. 
From the GAME MENU. Just click the cell next to 'INSERT PUZZLE ' 1-al represents the 
matrix sirs (5x5, 6*6, or 7x7)or me puzzle vou W«h to create ClCk on the "EFFECT 
fWTERN" cei of the effect pattern that you wish tn use in me puzzle vou create. Then 
click ttte PLAY GAME button, this bongs up the screen on which you create puzzles. For 
detailed instructions about how to Cieaie your Own puzzles, see the section of the 
manual entitled Types of Games under the heading Insert Puzzle. 

Types of Games 



The following section describes- all or the types of games that you con play. Each 
gorne introduces a twist that moves it different from any nf the other games, but the 
overall goat is always ttie same (except for the f-optjt and i inhf" in names) - to 'turn 
off* en of the "It" games pieces (ret erred ta as 'buttons" in the software) so that al of 
rhe game pieces- on the matrix are 'unlit * In early puzzle numbers, in a 5x5 matrix, 'it' 
game pieces are represented by red pyiartilds- "Until ' game pieces are represented 
by green cubes. In low-rAjmbered 6x6 matrix puzzles, footbats represent lit game 
pieces and isasketbafe represent unbt game pieces in low-numbered 7* 7 matrix 
puzzles. Choi* lop-^sents lit game rjieces and 6-bolls represent unlit game pieces. 

As you progress to higher-numbered puzzles. r"e gurne piece (or 'button') 



graphics char^js. There ara 1 1 sets or graphics to represent *t and unit game pieces. 
i-oti loorboiis <itr> and basketballs (u^iit) to half -eaten apples flit-} and i.-ente" apples 
{un*t> You won't always see red pyramids and green cubes. However Che goal is to 
tun off of of the 'it' pieces., regardless of the graphics. If you find yourself confused 
about which game piece graphic represents 'It' at opposed to "unit" check out 
the BUTTON INDEX SCREEN, which shows the entire lanye of game p*ece yraphlcs 
and fofs ypu vwhich pieces are w (described as " ON" it, me menu) and which are unlit 
(OOSCflbed as "OFF' in the menu). CSdr the BUTTON INDEX button on the HELP MENU 
tp reach the BUTTON INDEX SCREEN 

Classic Ugftts Out 

in thfe game, the object is to switch off oil of me "lit" game cieces to make all 
gome pieces on the matrix 'unit.' For example, in the early 5*5 matrix puzzles with 
cube and pyTomd game piece graphics you have to figure o.rl how to make all of 
the game pieces on the matrix green 'j jbes. You con click on either a green cube or 
a red pyramid, w**ch will change the game piece on when you clicked as we* as 
adjacent game ptecBS in the effect pattern {+ or X) The. game con be played on ail 
maWx Sizes using either "PRE-PROGRAMMED" nr *RANDOMl7FD- punk*, and either 
effect pattern. 

IrrOnry 

This game Is similar to me CJassc game, except mat you can click only on lit 
game p*eces. The object is to switch off all ot the lit game pieces so that all game 
pieces on the matrtK are unlit when the puzzle is solved . Remember, ynu r.nn dick any 
tne lit game piecesi Unllf game pieces will no! change if you click 1hem. This game 
can be played on all malrix sizes using either " PRE-PROGRAlV*ME D" or "RANDOMIZED' 
puzzles and either effect pattern. 

To solve a puzzle n this gome., you have to cfccfc the lit and unlit gome pieces in 
turns. For e*arnple r If you first ddc an unit game piece, your next step is to click a tt 
game piece, then an unlit gome piece, and so on . If you click name pieces in the 
wrong order the matrix wil remain unci'onged r ?iis game con bo played on all 
matTO Stzes usmg either 'PRE-PROGRAMMED " or 'RANDOMGED' puzzles and either 
e"ect nattsrn 

looping 

As usual- the ubjeel is to switch off all ot 1he lil game piocos Fhe twist 6 that tne 
effect pattern con "wrap around" to the opposite s»de of rhe screen. If you click a 
game piece *n an outer ro w or column of the matrix the portion of the effect pattern 



It-vQi normalty wOuKJ De "0* the fcoard^ and therefore nor dismayed -will oflect game 
pieces nn the opposite of the matrix as pert of me effect pattern in a Looping 
gome This game can Pe played on nil matrix mms using either "Pf?t-PR03fiAMMCC" 
or 'RANDOMGED' puzzles- and either effecf pattern. 

The goat of this, game fe to recreate the puzzle deployed an tne srnat matrix un the 
normal game mattix m the minimal number or steps. ~Ut" gome piece* appear In red 
on the smafl matrix. Your goal Is to end up wtth tt and unlit game pieces in exactly tne 
some position on the normal game malrix as they appeal on rhe small matrix This 
gome can be played or*/ on a 5*5 matm with trie cross effect pattern 

J CoJar 

3 Cokx & a puzzle game simllof to Classic tight* Qvt played with three colors 
instead of two on a 6x£> matrix. -Game pieces ore greerv blue, or red. The goal is to 
change at game pieces to red The game peces change colors as fallows when you 
cSck them : red to blue, blue to gree"-. and green to red. This game con be played 
orty on a 6x6 mattx ...King rhe crass elltfLi pattern 

insert Fuzzfe 

This game grves you the chance to create your own CJasstfc-type puzzles that can 
be played on ol matrw sizes except 0x6 using either effect pattern. Insert Punfe 
games that you create follow the tulcs of the Classic parne Yog need to have saved 
your user name on the SAVE SCREEN before you create O puzzlo in order to be able tc. 
save the puzzle you create. ( To reach the SAVE SCREEN, ohek ihe Flit button iror- "ho 
GAMF SORFFM and ttie- click the SAVE button on me FILE MENU See the secton of 
Ihe manual entitled " Tho Fife Menu" for more detnilsd r-fo r motton about saving a 
user name.) 

From the GAME MENU (reached by clicking 'tie SAME button on the GAME 
SCREEN), click the cef next to "NSERT PUZZLE' that represents the matrix sae (5x5. 6x6. 
or ?x7>of the puzzle you wish to create. C*ck on the "EFFECT PATTERN" cell or me 
effect pattern mat you wish 1o use in the puzzle you create Then clkr^k tne PLAY GAME 
button. This brings up the screen on which you create ou^les. This screen is vory Similar 
to the ncrrral GAME SCREEN Tfte active buttons at the bottom of the screen function 
as they normally do on the SAME SCREEN wtth the exception that me HINT purtor is 
not active and a SAVE burton appears. 

The rtfbbox e slightly different as we*. For one thing, there 1 s a ^PUZZLE NAME: " cell 
instead of a "PUZZLE NUMBER:" cel. After you have created and saved puzztes. cl»ck 
the "up" and "down' sctd arrows. next to the " PUZZLE NAME - " eel to select and toad 



saved puzzles onto the motnx fof ploy. Other infabox references are explained in the 
next tew pedographs. 

To make a puzzle, slmpty click me gome piece* on the matrix that you want to be 
'it. - Fach HriH you r.lick an .jnlht game piece nn the matrix, becomes 'Irt." 
Conversely, you can return a game piece you've marked as nt to an uniM state by 
clicking on me game piece again. 

W"en you have finssned creating your puzzle., click the CHECK button in the INSERT 
PUZZLE infobOJL Ihe 'SOLVABLE" cell turrs led if 1tie puU« you've created can be 
saved. If you've created a satvabte puzzle, "he "OPTIMAL NO OF 57EF5 " cell displays, 
the nvnlmum number of steps required to solve the puzzle that you've created tf me 
'UW5QLVAHLE' cell turns red, your puzzle cannot be solved. (Click t*e CLEAR button in 
the infobox to erase your puzzle and try ogam,) After your puzzle has been 
" checked, ' you can try 1o solve rl (provided, of courts, thai you've created a 
saKrabie puzzle!) tf you solve the puzzle within up to trve extra steps of the optimal 
number of steps required, you solution wi be saved (so mot it car-, be printed) along 
with the puzzle itself when you save the puzzle. If you serve the puzzle in more than 
live e*1ra steps, your solution wBnotbe saved and a printout will include or+y the 
puzzle (with no solution). To save a puzzle •hat you've created. c:\cn 'he SAWE button. 
The INSERT PUZZLE MENU appears. From tr*s screen, you con sove. delete, and pfln* 
anv puzzle that you've created, as well as preview a printout of your puzztes. Type in 
tne p..,zze name that you want to use in the 'PUZZLE NAME: " field The " PUZZLE 
NAME:" 'ield accec1s ief'efs ana number After typino a puzzle name, click ft>e SAVE 
button The puzzle name now appears in me let of saved puzzles After a puzzle has 
been saved, you can retrieve It by clicking the LOAD option from the FILE MENU. Then 
click the puzzle name In me lower table on the LOAD SCREEN. Each "usee name" can 
save up to 10 puzzles When the list Is fulL you have to delete a puzzle that you've 
created f\ order to make room for the newly-created puz/ie. To delele a puzzle, cfick 
m thn puTTlft nnme that ynu wan* tn rwtffte. then c: \cm rhn MLETE mutton 

you can ptlnt puzzles and their so»ut>or*. if you haven't solved your puzzle or i' your 
solution required more than five steps beyond me optimal number of steps you con 
print (or preview) the puzzle, but not the solution. Puzzle solutions only appear in the 
printout (or preview) if you've solved t-e pti77le wrthin 5 extra steps of the optrnal 
number of steps required. The prompt * Ybu cSd not salve fh» puzzle in tha optimal 
number of stepsi' it wiu be printed uMtout the solution. ' appears when you attempt to 
prin' or preview such a uuzzle >o pr in* a puzzle., first moke sure that a printer 1$ 
connected to your computet then click on me puzzle name that you want to print 
Nexf. click rhe PRINT button. A prinl dialog box appears. Make whulever prinf-opliori 
changes you want or need to make rjamt range, print quatty, printer setup, numpe* 



of copies, etc) in fhe print dialog box ensure that a printer rs connected to your 
computet and then cHck the OK button 1o print your puzzte- Tq> preview a puzzle 
printout, dcfc an the puzzle name that you wish fo preview and then click r r -? PRINT 
PREVIEW b-itton. To return to the INSERT PUZZLE MENU after prevewng a OTlntout. just 
cbck anywhere inside rhe previewed printout. 

Click the BACK button on me l\Sfcf<r PUZZLE MENU to retvnto the INSERT PUZZLE 
GAME SCRFFN. 

The object ot the game Is to have more flame pieces of your color on the matrix 
than your opponent when the game ends. The game ends when both players nave 
depleted their stock of ava*abie moves, a' which 1horc are two types: 'FLIPS' and 
"PUS." Oes»gned for either two players or one player againsl the computer, this game 
can be played crty on an 6x8 matrix using the + (cross) effect pattern. There are four 
leves of ncftatfng JWcul*>' vou cu- change loves from t-T? H 3 L" <3AK'i SCREEN r> 
clicking on the "up" or "dawn" scroi arrows to the righl ol the "LEVEL' cell ot the 
bottom ot the screen. 

A 'PUT' places a game piece on an unoccupied spot on the matrix Just chek the 
spot where you want to make a PUT when it's your Turn. Each player oe's 32 outs In a 
"FUP " you click one of your own puT gome pieces, which chor^gt-s the game piece 
to you opponent's- color, but also changes, any of your opponent' 5 game pieces that 
are m me cross etlet f outturn 0' me rjnmfl piece you defced to your color. Game 
pieces that hove been Hipped uru marked with n blue "X." Each payer gets 22 flips 
Once a game piece stepped you can't flip rt again, if you hv, n beep sound will oe 
heard. However, a flipped game piece can stui change culor -I i" is in me cross effect 
partem a* another gome piece that is flipped. 

The game enos when both players make all of their PUTS and FLIPS. A 'GAME 
OVER' message appears, and the player with the highest score (shown in each 
player 's infobax} wins To begin another acme, click the START button. 

Tu begin playing, first click either the 1 PLAYER button or the 2 PLASTER button an the 
right side of the scieea depending on whether you want to pay against the 
computer or a friend, If you cfck 1hu 1 PLAYER button, a 'FIRST MOVE." eel opens on 
the eft side of the screen Click the 'PLAYER* ceH if you want to make the first move, 
or ekek the "COMPUTER" cef to have the computer go first. Then cbet the START 
button to begin ptoy. (Note that in 0 two-player game, you don't have to click the 
START burton.) Game peces placed by ihe computer are green. Game pieces 
placed by the player are red. When the computer makes a uyjv&. fhe game piece 
paced by "he ccnoufer blinks for a few seconds. In both o^o-payer end Iwo-piayer 



garnet the rifooox of the player who will make the r*e*t move win be highlghted. 

unlimited -mis are ovoiloble in a one-player game Simply c-cn iho HINT button. A 
game piece win b*nk on the matrix far a few seconds Remember me spot on the 
matrix where the game piece blinked and clef on that spot to PUT or FUP your gome 
piece there. In a two-player game, no hints are available. 

Unlimited 'undo' moves also are available To undo a move, cbek the UNDO 
button, In a one-player gome, each rime you click the button, the last moves that 
were mode both by you and by the computer wi* be 'undone- " |ri O twC-playef 
game, each time you click me button, only the last move made will be 'undone" (as 
opposed to both player's lasl moves). Ybu can click the UNDO button as many tmes 
(inducing -consecutively) 06 you want. 

You con switch bock ana forth between a one-player game and a two-player 
game any Hme you wont (even in me m»dc*e of a gome) simply by clicking either the 

1 PLAYER button or the 2 PLAYER bUlur i. 

2 Players 

The- object of the game e to swrfch off ai of the lit gome piece* Each ptay et in 
turn, makes one move (the plover whose infobox is highlighted has the next move). If 
the move is correct as judged by me computer's preprogrammed optimal path to 
complete me puzzle m the mWrnum iiu-nbor v* steps, he compuler executes Jhe 
move and enteis u point n favor of ttte player in the 'SCORE' ceil of the player's 
Infobox Inconect steps are net e^ecutea ord no oolnts are awarded. When all 
game pieces are unit?, a GAMF OVFR message nppeors on the screen The player 
with me highest score wins. After a game ends, click the NEW button to start a new 
puide. 

The computer generates puzzles randomly that require 6- 15 steps to solve 
optimally Tnis name con be ployed only on a OHO matrix using either effect pattern. 
NO •Nr'lli ore available for the, game 
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Jesus Ave**. Jim Baker. Kortyn Bed MctiC* Bcjateiri Dense ftuchberget Hrxx? C-ung Ann Eorp 
Jcnef EHtC Howard Fine. Cheryl FWt*. S«*< Faaslei Jon Frese. Louse Gordon. P<3« Gyaec Debbie 
Hapke. Trjft Harflnfften. Nancy Hartv. Earl F*n0*Y. FWy Jactoon Jetf .Jones. Georfle. Kalyodan, 
Rich Kerrpa Jocki&leratcick, GerafcJ LundquW, H«alh«f McCorrrtcfc, DomaNash StnX^y PcHmet 
tiacv Pani-e AJma F^ifeh, Dan Fotanek. Alton R fet WfdWn, A/ncW Rtemcn Randy Rssmon, Mqrc 
Rosenbera. bra Schpp*), G«viy 5cott r Afcon 9-.rr<'r. i :T Sviknl. IDHtiMe "orgorra. Susan Ti<ive< 
5atvadore volasquez. Owy! Vdvtusa Martene Woniet SJ WMff- 
Kv Clc*r Muflimodfa tiri fD#rt*op«> 
Producer Cnanor, G*eentieig 

Product Manager C3rty Law 

Art Director: Mr-Amffln 
LikkJ Proffommer ^fbchoiGort 

1 1: :t ■ : H. iji ■ Znhor Nk-Amttln. Ron! Golan. Nimnod fliirvtjoi 

3D Armohcn & Design Rani (Sata NItom Benzoor 

Tutortal Schplt OrtyLavy 

Proo/amrT4ng- Yochai GarL AtaK^xJiSf Rotenteld. Mrtr Hchon 

Adaptation ro CD-BOM: Qrty Lavy Chanan &eenfc#rft AvI Werwc YachoJ GartL 
Zohcr Nlr-Amrhn. fan Goton 

Music &Sow>d Efecrs: Ron MtaocN. ftanl Golan. Nmrod Bwnjoot Yorom Artel Ortonal 

Developers * ConsuHanrs: Ann WHitner. Ml* Ganor Gyota Fj^-m-.luk. Av : Otty 

No/ration: GUaSHm 

fen- Stac* Sfieep .wtemchw rScnn* r«r*)sj. fniltucfton MoffluaO. 

iMflng Manager Nancy P**tO 

laden CtvK Ainn. Kirvin Caray. Martin ChW6*rut. Wke Donahu*. Anthony Downing. 

Worberf Gk>3, Moggie Gncrowsta Je*f H*. Dana H^yter Mke Kororda Nancv 

Perta. Mk* WafctC* 
kTjttuctlori Manual: Jeff HI 

Technical Support 



It you haw ajB*ons about this software product, p*w« rVsr read lf« ir«i*ix:llQn manual it you jM huwe 
ouwtHjr* a>» techrlcal support deportmenl can r»ki. Plsea& write tout at 

Tom Ifitefocflve 

Q§: Woodanas F"anrwnv 

Vernon HBi W ofXfc' 
C* if>ou need 10 -□»< trm«*i» lmm»dtorer¥. col Ltat i-W(f-rKj>& SyS 

i'BAi-7 ?6ri Monday [Motrin F-kJciv txi'*wr. S XAM one atit:f^i i :jstnsni Tine. If order 10 he*n- • ii oruv«w 
yoc» ojetftori as oJckty .rn puci.-«i. tie-ens provide tn« M^Airtg W«nriatlor> when you ct* cr 



1 P^COUCl ngm» 

?. MonufoctunK mod* and r.nfiAouiioTfcn of vcw computer <jp*Dce»Ot W»ii RAM. operatUg system) 
1 Acldmonal ivihtfT' : : mr* .nonf ^formation as n apptai To ttw rmjtHem WXJ one wnpenenong. KJCh Ol 

mak* ana moda o( manJtot jound CO*CL vtdto OOd prtnrutt raxiafn «tc) 
A A a«cnpfVjr: <y ir« p.TabhHTi .3rd IT * tfopi »ial 1*04 TO It 

For inforrnattan about n»w products (rem Hg*r Irrtwocthi* and Tqm Ftoctronci. wa nvtl» yog la utp« pm 
web site at 



Warranty Information 

■ ■■■■■■■■■■■■■■■■■■■■■■■■■■■■■■■■■■a 

riger Electronc* inc. PlgeO wononta to the crional pj^i^Gser or *Nj product thai the produd wM bo tmo 
tram owrech n rrntmlnfe wrmnw-shp rr.r / • niv! It^n dar* ot C4tg^CJ purchase. TNi warranty dOM 
not Ccw#t dafnaaw msulH-<j trcyr occxjent. n#gAo»ncB knprcfww rv u» nr othw rrvtsfH rot .nnstrfl 

out ul detut-fi r' n.jltHHjfc i> wcrt-naiitf if:. 

OutKl tt» ^>dQi' ity ytiikxl l«iX1ul I w* «jrfr*w Ue i**xjfljd i> i*ptOc:M {at Tig*r S adltOn) 

*r— a tt ctxrge no trip purr/m»< ^her, -etumec Mh coot <y> the date of pocNase to eithyi trie deutm' u< 
lu Tuer 

Product returned »0 TJOOi wtthOuf uiwjf at Jure A uun:tnjso of tiftoi 90-dov wcmntv portod tra 
<txu«jd. but prtCH 10 on* y«ar from tr* orionoi dot* of puchasn. w* t» mrnwwi cx r ftF 4nr.r»rJ (c* Half* 
optlonj for o serves tee to oe cwwrN'VM at that ltm«. PayTOtKite mmi h* by duck or mtr*y ord* 

pxT^ntik* to ligef Hoctngnt^ \k. 

The toreoOcHj Siatei the r-HJChaser's solo ana eacLmw rnmoay ror ary wench nrr warronty with rwp^c' to 
•*t« Df'XJJCt 

A* product rwt^neci myji t» iripped cmepoWl one! r*ffid r<x low w ctmooe i0 
Ttyw FkKrlronRv Inc. 
BMCADMt, 
W WOOdVTKX Portwov 
XJwnon Hlte, Brnfls M06I U5A. 

Tho pfodud irmJd ba camtuty pocked n *ne rjngjnc* not of cthef pcckt'o mo^enots sutflciant to avc*d 
OdT OQe Ouik-'^) jhtomertt. InaLtda □ comp4etB wr#ten descrnpbDn cr tha cW&-t. a chack it product' s 
bfj o na WkJov wouapty pertod. ord voj prtnleu r-crr*-. ocoVesi and ^eJephone runner. 
TMB WWPANTV IS M If'.. : :f A. I OlHER WA-BnAi'-lll-X A',n MO 01KR REPRE5C WTflTCMS OR CLAIMS Of ANY 
hATi.Jfif SHAlL Bf aiNDnC C.ti O&C fvK ;ATf TtCFfc M AUV WWC. AMV IMPlH: 1AWHHWII-S WHIT'.AEUE TO THIS 
PRCCUCI INCL U Dl N& 'A'A AND E S Of Mf AC MA NTAft UTV AND FITNESS FCfl A (WiHCUlAR FuRFv;.« KS 
UMirbP rf.J THb H NtT- CWV PtPOT jtSCPWD *t>OVt IN NO EVEMT WILL TK5ER BE U*E\E F AS V 
S^Et'JlAt, WOCCNTAL OB OCNiyryi/tNllA^ L5*MA£.*5NtSULllf*i HWOM P08BtS5K?N LSt. 0» WL* UNCI ION 
OF THS TtGCJ? FfiODUCl 

Some itotei do not c*ow imttcrtlom as to how long an k^pted ^orvorrtv losta und/or ot bubiW 

•nuy nul apfriv to ikju. T>t wcrrmtv ffvn f - ™.! i(:«c:ttlr. nnd yno ri(Tv asr: hrrvfl r>ft»f rtgrrti wtWrJi v<yv 

liw lo SlU»B. 

NOriC.:b lIGfcf INrtlJACn'^ SEStPVtS THE Pfthl ro WAKE MPCOVEMEME IK WE PRCOtCI 0CSCRI3CD M THB 
Manual aI a**v Jimi- and wIhchji Nt^hOfc fws manual anl: ih- scifViARt LiESC-mffir"! IN the m*nua. 
ARC COP-'^S-rED. A_L ?1GHTS ARE RESOfVED. NGRABTGf 1HS MAM..AI "HI- t3l-Si:wi»:: MJHWAH* MA V 
BE COPIED PTfRCDUCED TRAT4SLATED. OR DEDUCED 'O AN-' C LEG TO 1*1 MtOIUM OV WACt'lt* WADABU 
•OW.VH''..! rw- mtWAFWTTEN CONSENT OT F^ER INTtPACnVt TIGER EUrCTROWCa -TTK OMOtM 

support ?eo svocoi ANrftPAWww vfrnonhiil5 iiLNoe-aQCKi 



License Agreement 



voo should oRthJuy read tme rouowMS iepsms wjt> i^niraNsaFFORE u5*ngo« loal*ng ihc 

S( JfT«Afi{ LO ADif-JS OR UHWG THtr, y HWASF Nf-ANS VOL" ACCEPT THESE rfcRMS AW CQWJIIlOlS ANO 
UNDOSIAND THAI THEY WU Sf LfGAlLV SMDNG C*4 VQO. ANY END USER, ANQ THf COMPANY F TOO DC 

noi Afjptt with them, og do hot w\wt them to et Bwotie oh vou you s4ou_d promftly roup* 

fHF SOfTWAflE UNUSD IN ANY Wt*tR K*J A fUU REFUND. 



itahew^ijrxJersrnod cnncnBMi txil Trjiw EleetTOrtCL Inc. cm a™ c<-.ri>Q(naon Mirth crtcwijl Q8C 
wootJmds Pakwcv, Vhnrtcm Am. M 6WK?i r/ltoens«- > j in* nw/nw at id right tffle ond h»ereit to the 
Prarran rProgKmn") recorded v. the enoowd dak/CD-AuM una a» mtaequenr copies ttwot, 
reoorcleu or toe m*dka or *wm n wfiteh w-k* ^t^r^i! d<* or copes- rrery ei*t Ynu c= 4=c-h*u 
rOMTVMO l»*wgh yraj puehenu of th* product do not OCQl"e ony ownmditi rifjMl "0 the P'Oflfonr, 
LICEHSI 

A. hi Mrtid*fa«oft of ihe poyrrw at o jrw-aa 'do wtiieh ii a percentage of the price rr*1 by ncoraoti 
tc* producf. Lcenjc* t^»m*7y pnrrb Lice^e* a noneacktsrve nght to use end dapfcry into cap*- of 
The I^OQram on r> srrja conpuTtr ufi u ikcie video SCWn Ot O st-flta boottar 

& ■ 4 ^ndflfrfood end ayreed rhcr) wMe toe iVoprorn Is noi \:ot:f pralaclxJ. ' Uctj^ue tf'Ol "0' COCv 
the protrXfi kilo ari* moch*W-reorintwi of prtrrtod! 1cnm Bcc«f-i| 1oi 00tivOl or tor OocM? nr 
n>CdflCO<Cn purpCWt, #^o< UaratKi -i oJ^ Program OTdTO" merge rt into ano*Ter ttrtnpulef 



4. TERM 



URJUUII 

S ft* 



r-c' bt&rvw, (^jnleooe he^eCY reserved by Lja-racr. 



. The Icenw b ar&ztwc ur-li Na-iTJriatact Lt«n»e may Hwmlncjln II al (ity II th) t:v Jes!r.-f r ii ig lr-« 

B. F"is k wH l»f mlnalB uppn concWtnis wl Icxii ttitiY^Am wrtW. tfuf. AQr«HT<tnl- il jlc"!^ 'Oti 
Ip con^4v vwlth ar^f >vtt\ O* uH pJfc_M i of fh» Alumni. In such ovcnl. no nolle* >he0 no rcicjjV&n t;^ 
Ucvimx lo e^tttct loch t^nnriaticri 

C. Upon tefmrvrtmri at Iho ogriswyiedt. LtefritHS OQPW* to OWtTpy' In* Prolan- lcy^»K w1h C* Oactup 
COf»(K- rrpL- Jrtc ufccjrti prirfed « wrtten matiprtnli. nnd rrwyn-J pcrtfcrts lh any term. Of oHirn same fa 
j-ef ijo, ;jf Licensee * e<penw 

RESTRICTIONS ON USt 

A Ucotw may jJhy*;n*M Ttcx-sfcr ff^ Pi0fl«yn t»rwo*ri ccmrutcira ict^IkI *'-.jI r i utea ;^ iXily or« 

compiii* at err Qw*o time j 
E ticepi to* in^ (wflno a( Pro-am on c had Ot*: c foe alcnlvav^>oc^c , ^*? ptrpt»t« us 
PTivW&d Ict Lkr*"-*i* *W3l not. v^tnont tflraw's oipnn wnlHan con»nr 

1 . C^py Of repfOdoce Prr^fcm 

J. B»ctTartcal> Irmfai tow FX.«jr !J , 1 . iiwvu^/' U LAN ijocal ma nBhrork) cx oltw rwtw£rt iyfliem o> 

lh-ixicf' afvf coTiputef sjtMcfcw jyitDm or 'butefr. bcac" SYiiem. of 
A *Av}i\ adopt orcwitn elorvatrs* vnv^rti IXieG <r 1n$ Ro-^'ott rt cm* 'nf-ctTnpan^ ny3iu»-j\ 

A I f-flraaa ma>- IranS** ■Tcgr-am cxk! Ins l-Cflnsrt. Ic (t-oTMh ptalv il II* JlUtK party agree* to 
occ^il tne iwto erd condrrlons or - , <• v< ■■ ■■ i. if Ltcnif «« norii(*i the i-'-oflncrr. Lice^we n-r.jr 
*Tuflcriec^rv either trcriifer nJ cjqc*i?s ->rwowr h utyi wd or rnocJ>rpe-r»3dabte term *o «"* »™ 
porfv or deftroy onv cop*w not tipnjftiff*! irvclucfog of modMcohons ond ponton? of tb» pfoeronn 
oorvkinedor mfKiond nro nlnoK cuogromx 

B LiC^see JhrJ nnl a.W>::cinn> uaaia-L O "Ortjler toe lce"Se or Itie Pmorom niocopl (x. 

proMtoed in ins AtfHKip-<irii aji V altwrnpr otoe^ylse to 5jt*:err«i. cwwyi. rnonsiar oriy oi the rtgrTtk 
rhjttai, □! ofJtgcjtkMTE hareuftdei il void 



7 



UPRAtrF, 



A. Enclosed Wtth *"t5 package * O program roQ^troti™"! cc»d- n the ff.'^nf Ihnfl i,c>Qradecl v-amors at thr* 
Ptognn era aa:*#npart \vraranr mny. at its dbcrafkm. mafca such ipdatw avak±Ja iu those 
Ucwunns "sii fa.tt inh.rxKl (tin rzaripteltfLl rs9s-a*Cii COrd POkJ Cry e^liifed feel OKI Mrtured 
the raurirJ Prjducl Id Lcensor 
ft. PO-DJUf LMTS5 WUHtANTV The ki'Jfed warranty COfitaried K fhi SfiCtn (i 0££fOX>e :*"'ly to the 0)4*3 0 r 
when me Poarorn & \/ Wied. Any olher proaucto or conpooenfl yo<j purchased wrm your copy 
Program may be covered by a separate >vcrr«nty ccotoned m the iSocunientrrori ror surf tr^-io- ts cr 
component!. 

A Lfconsoi waatr-s Itn (tab on wht;h tr-» Ptogram B lunehoO <□ b» ft** IrOm d SdH E t i n maNw ta fc and 
wortcmt* ii-4u u-xtor irjrnx* uso fw ;j pwuo o? 90 fr'he VJ -Joys ton the dote of deHwery "0 Licensee, 
■re BVKloncKl by your r&r.fxf.- 

fl. Lfcertsee shirt <a*ume r«i5orut)*tv tor ir* selection of the Pioflfam ard for The ywanmoA u». ond 
rwurte ctitc*n«3 tR^n in© Program. 

C. THE PBOGRAVI fi PQOviDe::- "Avi :V WfhOlJT WARRANTY Of ANY KIND. ElThffi EJCPRFSSOR M°l3fD. 
INCLUDING. BUT MOT LMTCO TO. THE WFtbD WARRWfeSOF MtPCHANWBLTy AND FUNtSS FOR A 
HAPrCJjA* PURPOSE LICENSOR DOfcSNOt WlflfANf 1HA1 tHfc FUNCrK.:ftS {.:unwi»?; IN 'HI- 
F*ffCXy?AM MLi MFfcl YOlJlf HFU1Jfttr.f£N'S Ofi lHAf >E OPERATION Of r HE PffO&SAM WILL. BE 
LNISTRRUPTED OR ERROR FREE. Trie snlhe rlek os to the oualry and performance of the Program Is 
•mMHVOJ ShOvW th& "T'-iyriM rww*. --!<if*-frrf». v ou{an3 nfrtL^-.ftTdkn' ntT OJttvvwn r*Mwmnl 
COrrf.x.'-t>- detdor) anun-« lint »ntto cost of art ntK»BU>' Mrviong. rwyji £h c Qffie c ttOrV 

D. Same ttatea do not alow (he e.*ckj6oft d impied wonanti&i so the above exck*lon may not apery *o 
■rixi lt>fe ^orranty gtves >ou specie leaot rtn cno v^j moy ate- ottie^ noMi ttxjt vary hjm 
srrrto tr:- strr* 



A Ucenior i entire k36«ty omUcame'l etcMtvia twnody shal t*: 

1. The r»c4ac:Trwnt of any C&fiOM. dahehe. &r CQ tM iT fe not meetl fQ the UeenaWi Umtid 
r»y»-j-'ir utwe »xJ "- j' i i*luir«o »y U-siv/ t-i .■■ >v"vft-J ihrytr * if a copy of you 

2. If Licensor (tie cjeciet is u-iOMe Irj d«r.*f u rief>Ot:efT'*t - r •. ^idt h free or defects fi ff01l6<10U 
of workmon*ip. LIcefHee may ter tninote rhtj Agreem^rit by ner^nng trr>4< >rt nrn "t-^.tt-i i-tv 
o Ui retijnd of *v viritY3& pttce 

& In no #*^y* beeper b«la»k»<TiV'Ci^^ 

fit <Mh*r Ity^dwilDi cm conHK^LHX-V^ rJtinLigm QPi»->y ul « h.. jhj uv rcfXrfy to lS& SuCh pfOgMm 
even V Lioensof or its outtKnwd uea(e< riosbeer i (idvised oi "ve oowbHty of mc* 1 . ddmoaet or lor any 
cOm by onv c coriy :c<"r^- sioies dc "c dow me imtations cr exc^ipon of satiety hi irctaentrj 
cr conwm ifl* — <~1 ryy^.-iQm v. Inp ntmve m-ntwm ck e^dusnn may not appty to you 



Al uutfihu'tt :<y-Cf ii -ry II 1 1 Ajjieei inwit ncsy c* airectec to Tger Efedrooci inc 9C0 WoodJan* 
PortfwiT, mtTfi His, llno*V MTWl Attn lioflf hmHartifv» Cw»arner S*n*C*. 

jufiisactiON ahd disputes 

A. The Ajjreer r ent ond rn* Lrrited yVatran'y thai be ooverned by the of the State ai isnoii 
B Ail disp^^ei here-jraer rcfi be rasctved in the app*cot*e state ot fedcoj coats C nno*s The pcrtwM 
COnwnt tn tt*> ^irKlcem of UCtl Ofxrts. ognae to accont sarw-.a or pf'Ocass by mai. and woivB any 
unsdicVjiLil 'ji veius Jett-fisti ■j'-ierinre*- Crvtifct>e 



lhA Agriwmnnt r.rrsttti/tcn. the entire ijnderetiTidlrig of (Wrllei and twroltw and supere»diis □» pxk^ 
iiQKKMTmnrs, oral of wrttf»r\ trntwonin The pchIkh. <M e mfendod as a Ana' wxpnMatiy. of »w Ayn.ti nur 
It shot not txj nyxMSeu of omenueu e^cep" r< wrtilhp signed by the porttes hereto and ipec«coiry 
teterring 1o tss Aareeneni tvis Aa/eenent Hx* lofce precedence ever any other doevnenn thai moy 
r^e i™i ■ ~^"*k"t tt"isrswrth 

LICENSEE HCRCBV ACKNCViMDGES TH*T fT HAS PFAO THR AfVTfrHFH'. UNnriWAhns r AM 5 f..r.\nWA ■■: ■> HF 

fv ?i imj ey irs rvfiMi am: ( :Of<HFK>rfi 



10. OuESTlONS 




C 1 996. ™ & « nr.FR FLtcruor+Cli. INC ALL PnSi ITS RCSCft'EO P90 WckicfkyiilSi Pomway. Ybmon Mh. *rtO» 
rtfJCr} I USA UGIP5 O-JT™ UGHTS OVT$ cxid T^E&T^PA.CTrVE 1 " <*6 ftaOefTYTtes rrt 1h3£» 
ELECrpONICS WCJ WH[X /AST" c □ TuderfiCrt orMCROSOH COOPOftAflON. SOUNDBLASTER" - ta 
trofKin-frt Of CRf-ATTVE LABS. WC. MADE WtH MACftOMHSA™ h a trader no* C ' i~. •'. -MEDIA INC 
OJCXTIMEfl and QLUCCTME Ioqo o» vqWmcJ hxxJtjrHjiUs C A ;: P_t CGMRjftli IMC • •■■aaa Limits 

MQCtiMWI n □ n^hnd tiodemorit Of APHl COMfttffft. KC. CLICK 1 * a <S fcMSCWA Ot CUCKI 
MUiTlMFDtA. Ai c«* nKxtemorUi afe *wp<oporty erf tnor i«pee-v* ownen. 



QUICK START INSTRUCTIONS 



fob PC. users: 

W1NDOWS 95 

1. Ptace CD-ROM in CD drive of 
computer, 

2. CD should Inslalf automatically. Follow 
on-screen instructions. 

NOTE: bghls Out requires QuickTime 2,0 
(Or lOter). If you already liuve the correct 
version of QuickTime, select the "MO 
QUICKTIME" option during installation. If 
you don't hove QuickTime 2.0 (or later), 
or ore unsure ol Ihe version, select the 
"EASY" Cotton. 

3 . Whan running the program offer 
installation, select "Programs'" from the 
"StarT menu. 

4. Select "lights Out interactive^ 

5. Select "Ughl* Out." 

WINDOWS 3.11 (orlaferj 

1_ Place CD-ROM in CD drive of 
computer. 

2. Selecl "Bun" from "File" menu. 

3 Type D:\instaHexe and cTtcik "OK." 

4 . follow the on - screen instructions to 
complete installation. NOTE: Lights Out 
requires QuickTime 2..D (or toter}. if you 
already have the correct veriton of 



i/^/fjl/Tj r l t iiiii r i id '-r'llL'iij'ji.i- Lf.'i'j'L.'.L'jiL' 



MACINTOSH 

1. Place CD-ROM in CD drive of 
computer. 

2. Prog Lights Our oooipcation icon 
anadrop it onto your hard drive 
toon. 

3. Lights Out requires QuickTime 2.0 
<ot krter) in the "EXTENSION" iolder, 
which is located within the "SYSTEM" 
Iolder an your hard drive, It you 
don't hove Quicklime on your hard 
drive, you must double- click your 
hard drive toon, then douoie-clicit 
the SYSTEM" folder on your hard 
drive- Next, double-click the "PUT 
IN SYSTEM FOLDER" icon on fhe 
□grits Out CD-ROM disc. From the 
"EDIT menu On your desktop, click 
"SELECT ALL. which wHI highlight 
all of the items in "PUT IN SYSTEM 
FOLDFf? " Now drog and drop the 
high lighted Hems onlo the 
"EXTENSION" folder, 

if YOU HAVE TROUBLE WITH THE 
INSTALLATION PROCESS, PHASE SEE 
THE )N$WCT<OW 
AND TECHNfCAL GUIDE 




ckfime 2.0 for later!, or ore 

version 



ilii ■ iim 




:. rf^A-t^iM 



